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Abstract
Background: Engagement in activities that promote the dissipation of work stress is essential for post work recovery and
consequently for well-being. Previous research suggests that activities that are immersive, active, and engaging are especially
effective at promoting recovery. Therefore, digital games may be able to promote recovery, but little is known about how they
compare with other popular mobile activities, such as mindfulness apps that are specifically designed to support well-being.
Objective: The aim of this study was to investigate and compare the effectiveness of a digital game and mindfulness app in
promoting post work recovery, first in a laboratory setting and then in a field study.
Methods: Study 1 was a laboratory experiment (n=45) in which participants’ need for recovery was induced by a work task,
before undertaking 1 of 3 interventions: a digital game (Block! Hexa Puzzle), a mindfulness app (Headspace), or a nonmedia
control with a fidget spinner (a physical toy). Recovery in the form of how energized participants felt (energetic arousal) was
compared before and after the intervention and how recovered participants felt (recovery experience) was compared across the
conditions. Study 2 was a field study with working professionals (n=20), for which participants either played the digital game or
used the mindfulness app once they arrived home after work for a period of 5 working days. Measures of energetic arousal were
taken before and after the intervention, and the recovery experience was measured after the intervention along with measures of
enjoyment and job strain.
Results: A 3×2 mixed analysis of variance identified that, in study 1, the digital game condition increased energetic arousal
(indicative of improved recovery) whereas the other 2 conditions decreased energetic arousal (F2,42=3.76; P=.03). However, there
were no differences between the conditions in recovery experience (F2,42=.01; P=.99). In study 2, multilevel model comparisons
identified that neither the intervention nor day of the week had a significant main effect on how energized participants felt.
However, for those in the digital game condition, daily recovery experience increased during the course of the study, whereas
for those in the mindfulness condition, it decreased (F1,18=9.97; P=.01). Follow-up interviews with participants identified 3 core
themes: detachment and restoration, fluctuations and differences, and routine and scheduling.
Conclusions: This study suggests that digital games may be effective in promoting post work recovery in laboratory contexts
(study 1) and in the real world, although the effect in this case may be cumulative rather than instant (study 2).
(JMIR Ment Health 2019;6(7):e12853)  doi: 10.2196/12853
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Introduction
Background
Workplaces demands on an individual’s physical, psychological,
and emotional resources [1]. The need for rest and recovery
exists across all employment environments, working patterns,
and industries. Without sufficient recovery, negative strain and
workload weigh on resources and can result in poor well-being,
which can pose significant health risks over time [2,3].
Therefore, post work recovery (ie, the process of replenishing
depleted resources after a day of work [2-4]) is vital in avoiding
the physical and psychological health complaints associated
with accumulated work stress [1,5]. In addition, successful
recovery has been shown to have positive effects, for example,
in encouraging positive affect [6,7] and encouraging greater
work engagement, proactive behavior, and the pursuit of
learning goals [8].
For recovery to be successful, 4 aspects need to be satisfied.
These are psychological detachment (spending time not thinking
about work), relaxation, mastery (the sense of gaining skills in
something other than work), and control (the experience of
having control within or over activities) [4]. Although the type
of job itself plays an important part in recovery and work-related
stress, leisure time is increasingly being appreciated as
instrumental in this process [9]. Evidence suggests that mentally
engaging leisure activities, for instance, are more effective than
more passive activities [4]. Relaxing and socially oriented
pastimes have been found to reduce work demands and negative
affect during breaks [10], and activities such as sport or exercise
have been highlighted as especially useful in improving recovery
[11].
However, for many, leisure time recovery is difficult to achieve;
the present-day workforce is working longer hours [12],
traveling further to work [13], and reporting increased work
stress compared with those of the past, all of which negatively
impact this process. Consequently, some of the most effective
activities, for example, team sports [11], are difficult to
incorporate into our already busy days. One pursuit that is
already well integrated into our home lives is the use of
electronic devices. Therefore, although there are several factors
that can impact the recovery experience itself, here we consider
the role that digital technology can play in supporting it. We
focus on the potential benefits of playing digital games and
engaging with mindfulness apps and the role that the subjective
experience of engaging in these activities might have. To this
end, below, we outline the relevant literature regarding how
these activities might impact recovery. Then, we describe 2
studies: Study 1 tests whether a digital game, mindfulness app,
or no-activity control condition improves recovery after a work
task in a laboratory setting. Study 2 takes an in-the-wild
approach, aiming to more closely replicate how digital games
and mindfulness apps might be used in real-world contexts.
Study 2 therefore surveys workers over 5 days during which
they either played a digital game or engaged with a mindfulness
app after returning from work.
Related Studies
Understanding whether digital activities can be used to
contribute to the process of recovery not only indicates whether
low effort, easily accessible activities can be used for this
purpose but also whether the wide range of people currently
using devices in their spare time stand to benefit. Evidence
suggests that not all media use is equal in terms of recovery
outcomes. For example, research has shown that watching movie
clips is more effective than a no-activity condition in terms of
recovery experiences [14], with positively valenced movie clips
also improving relaxation [15]. The degree of interactivity of
the media also appears to be influential. Digital games have
been argued to satisfy all 4 aspects of recovery: high interactivity
and immersion allow for psychological detachment, games tend
to be relaxing, players can control progress within games, and
games provide opportunities for mastery and accomplishments
[16]. Surveys have indicated that those who play games for
recovery purposes are more likely to play them after a stressful
work situation, with people experiencing higher levels of work
fatigue playing more games [16]. Similarly, in workplace
contexts, game use during work time has been associated with
greater reported recovery from work-related fatigue [17]. Those
who regularly play digital games have also been found to have
a lower need for recovery than those who do not [18], with
particularly strong associations between gameplay and both
relaxation and psychological detachment.
However, there have been few attempts to confirm that this
relationship is causal. In 1 laboratory study, Reinecke et al [19]
found that following a work task, playing a digital game
improved recovery to a greater degree than watching a
noninteractive movie clip or a no-activity control. This provides
some promising initial evidence for a causal role of digital
games in post work recovery, but further replications are
required, particularly in more naturalistic settings.
There are also other smartphone apps that remain relatively
unexplored in terms of recovery, such as those for mindfulness.
Despite the rise in interest in mindfulness practices [20], the
proliferation of mindfulness apps [21,22] and the promises many
of these apps make in terms of well-being–related outcomes
[22], little research has focused specifically on recovery.
However, there are indications that it might be beneficial in this
area. For example, mindfulness involves a state of attention and
awareness of both external and internal states and experiences
without any attributed judgment or value, promoting a sense of
being in the moment [23]. It is this nonjudgmental experiential
processing that has been argued to be effective against negative
thought patterns such as rumination or anxiety, resulting in
positive psychological effects and overall well-being [24],
although the extent to which this extends beyond a placebo
effect has been questioned [25].
Being equipped with the skills to prevent the negative effects
of overthinking or ruminating on negative events has clear
applications to occupational contexts, and mindfulness practice
has been argued to be related to a number of factors relevant to
post work recovery, including greater work engagement [26],
improved sleep quality [27-29], and reduced emotional
exhaustion [30]. In terms of recovery, more specifically,
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relaxation is one of the primary goals of mindfulness practice,
and an in-the-wild study on work-life balance found that
recovery in terms of psychological detachment improved with
the implementation of mindfulness activities [31]. However,
positive results have not been universal; in a field experiment,
despite finding that mindfulness training improved sleep quality,
there was no effect on psychological detachment [27]. Mastery
and control have not been directly explored in relation to
mindfulness, but it is plausible, for instance, that the reflective
attention and awareness involved in mindfulness might provide
a sense of control over one’s feelings or experiences and that
improving one’s ability to practice mindfulness might provide
a sense of mastery. However, whether this is indeed the case is
unclear.
There has also been little research into how mindfulness practice
in the format of an app specifically affects recovery. However,
mindfulness apps have been associated with increases in positive
affect, particularly when the task was enjoyed [32], and
Web-based delivery of mindfulness programs has performed
as well as in-person equivalents in improving stress, sleep
quality, and heart rate [29]. Therefore, although existing
evidence suggests mindfulness apps have positive effects that
might translate into recovery outcomes, this is yet to be
confirmed, particularly in comparison with interactive media
such as digital games.
Another important factor to consider is the subjective experience
of the activity; an activity 1 person might think of as a chore
might be considered a respite by others, for example, cooking
[33]. Similarly, an individual might appraise the same activity
as either restorative or laborious depending on the context. The
distinction between enjoyable and unenjoyable activities can
be highly influential in the subsequent recovery outcomes, with
those that are more pleasurable being more restorative [3,10].
This pattern has also been observed in research focusing
specifically on media use. For example, negative perceptions
of media use (such as believing it to simply be procrastination)
restrict the extent to which such activities contribute to recovery
[34,35], and enjoyment of the media activity (including playing
digital games and watching movie clips) has been found to
correlate with recovery as well as to mediate the relationship
between recovery and energetic arousal [19].
Our Studies
We present 2 studies that explore the impact of digital games
and mindfulness apps on post work recovery (as measured by
energetic arousal and recovery experience) and the role of
enjoyment. Study 1 describes a laboratory experiment that
compared the effect of a digital game, mindfulness app, and
nonmedia control on recovery experience and energetic arousal
following a work strain–inducing task.
Study 2 was an in-the-wild field study, taking place over a 5-day
period in which workers either played a digital game or used a
mindfulness app after work, again comparing changes in
energetic arousal and differences between the groups in recovery
experience. Enjoyment of the activity was also measured in
both studies.
Methods
Study 1: Laboratory Study
Study 1 aimed to test the following hypotheses:
H1: The use of a digital game following a work task
will be associated with a greater improvement in
recovery (as measured by energetic arousal) and
higher recovery experience than a mindfulness app
that, in turn, will be associated with greater recovery
than a nonactivity condition.
H2: Enjoyment of the activity will be associated with
improved recovery.
Participants
A total of 45 participants (26 female) aged 19 to 36 years were
recruited, all were students at a UK university. Participants were
recruited through word-of-mouth and flyers on campus and at
student accommodation and were entered into a prize draw to
win £25 Amazon vouchers.
Design
The study was a mixed-design laboratory-based experiment
exploring the change in recovery (inferred by energetic arousal
scores) before and after taking part in 1 of the 3 break time
activities (a digital game, mindfulness app, or nonmedia activity)
following a work task aimed at inducing a need for recovery.
In the nonmedia activity control condition, participants were
told they had no activity but were provided with a fidget spinner
for use at their own discretion. An additional dependent variable
was recovery experience, measured after the break activity was
completed.
Materials
Work Task
The work task was intended to create a need for recovery. On
the basis of previous successful attempts at inducing work stress
[36,37], the task involved a series of mathematical equations
that were delivered and completed in an interactive PowerPoint
presentation. Participants completed 10 arithmetic problems,
shown as a sequential series of numbers, which took 15 min.
Break Tasks
In the digital game condition, the participants played Block!
Hexa Puzzle, a digital puzzle game. This was selected as it is
an easy game to play regardless of the participant’s previous
experience, which has been identified as an important factor
when testing digital games in terms of recovery [19].
In the mindfulness app condition, participants followed a 10-min
mindfulness exercise from the app named Headspace. This app
was again selected for its simplicity and clear instructions,
meaning that participants could undertake the activity regardless
of experience.
For the control condition, there was no designated media activity
for the participant. In previous laboratory experiments on the
effect of media on recovery, nonmedia control conditions
involved sitting in a room and resting [15,19]. However, this
could feel artificial or be boring for the participant and, thus,
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could impact recovery. Therefore, a toy called a fidget spinner
was placed on the desk that the participant could use at their
discretion.
Questionnaire Measures
The Activation-Deactivation Adjective Checklist (ADACL)
[38] was used to measure energetic arousal as a proxy for
recovery (as in the studies by Reinecke et al and Rieger et al
[14,19,39]). This measure asks the participants to report to what
degree they are feeling a series of emotional states, such as
energetic and tired. Participants answered on a 4-point
Likert-style scale. This measure was administered before the
work task (T1), after the work task (T2), and after the
intervention (T3), and it included 4 subscales: energy (mean
alpha=.79), tiredness (mean alpha=.79), tenseness (mean
alpha=.71), and calmness (mean alpha=.76). Energetic arousal
was calculated by reverse scoring the tiredness subscale and
summing this value with the energy subscale. Responses were
not collected for 1 item of the ADACL (drowsy) because pilot
testing suggesting this term was not understood and, therefore,
to calculate the necessary scales, the responses for the most
highly correlated item (tired [40]) were double weighted.
The recovery experience scale was used to measure recovery
across the 4 recovery experiences [4], namely, psychological
detachment (alpha=.83), relaxation (alpha=.92), control
(alpha=.88), and mastery (alpha=.65). It contained 16 questions
across the 4 dimensions for recovery, rephrased to refer to the
activity as in the study by Reinecke [17] (eg, “When I [did the
activity], I forgot about the work task”). The participants
answered on a 5-point Likert-style scale.
Enjoyment was measured as in the previous study [19] with a
5-item scale, asking participants how much they agreed with
statements such as, “[The activity] was fun” (alpha=.90).
Participants answered on a 5-point Likert scale.
Basic demographic information was collected in the final
questionnaire.
Procedure
The participants were asked if they used mobile games or
mindfulness apps on their phone and were allocated to the
condition they had no experience to avoid a confounding effect
of previous experience. If participants had no experience of
either, they were randomly allocated to a condition.
The first ADACL measure (T1) was administered through
Qualtrics, a Web-based survey service. Once this was completed,
the participants were presented with the work task through
PowerPoint in presentation mode, which took 15 min. This task
aimed to ensure that all participants were experiencing a need
for recovery that had the potential to be reduced by the
interventions. The participants then proceeded to complete the
second administration of the ADACL (T2).
For the game condition and the mindfulness app condition, the
participants were given a smartphone with the activity preloaded.
For the control, the participants were given a fidget spinner that
they were told could be used at their discretion. The participants
were told that the break activity intervention would take 10 min.
Once the break was over, the following T3 measures were taken:
final administration of the ADACL scale, recovery experience
questionnaire, enjoyment measures, and demographic
information.
Study 2: In-the-Wild Study
The findings from Study 1 indicated the need for an in-the-wild
approach to explore how digital games and mindfulness apps
might impact recovery in real-world contexts. Moreover,
previous work has highlighted the importance of exploring
recovery on a daily level because of common fluctuations in
job demands and recovery needs [41]. Therefore, Study 2 aimed
to investigate the effect of a digital game and a mindfulness app
in a naturalistic setting over a 5-day period. On the basis of the
existing literature and the results of Study 1, the following were
hypothesized:
H1: Participants in the digital game condition would
demonstrate a significant increase in energetic
arousal after performing the activity, and this increase
would be significantly greater than that in the
mindfulness app condition.
H2: Participants in the digital game condition would
report significantly higher daily recovery experience
scores than those in the mindfulness app condition.
H3: Enjoyment will be related to recovery experience
and the change in energetic arousal before and after
the activity.
Participants
A total of 20 participants were recruited (12 female), aged 19
to 58 years. To be eligible, the participants needed to be
professionals working full time (7.5 hours per day for a
minimum of 4 days per week). The participants were recruited
through word-of-mouth and social media and were paid with a
£5 Amazon voucher. Ethical approval was provided by the
University Ethical Approval Board.
Materials
Break Activities
The same break activities were used as in Study 1; Block! Hexa
Puzzle as the digital game and Headspace as the mindfulness
app. The game or the mindfulness app was installed on the
participants’ personal smartphones. Participants in the
mindfulness app condition were instructed to follow the free
5-day beginners’ program provided by Headspace.
Questionnaire Measures
The participants were initially asked for demographic
information, and recovery was again measured before (T1) and
after (T2) the break activity intervention by the energetic arousal
scale of the ADACL, measuring the subscales of energy (mean
alpha=.84), tiredness (mean alpha=.92), tenseness (mean
alpha=.81), and calmness (mean alpha=.71). The energetic
arousal score was again calculated by adding the energy subscale
to the reverse-scored tiredness subscale.
Recovery was also measured after the break activity by the
recovery experience questionnaire [4], including the 4 recovery
experience subscales: psychological detachment (mean
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alpha=.85), relaxation (mean alpha=.84), mastery (mean
alpha=.75), and control (mean alpha=.90). Enjoyment was also
assessed with the same measures as the laboratory experiment
(mean alpha=.83).
Procedure
The participants were first asked if they already played digital
games or used mindfulness apps, and if so, how often. They
were then assigned to the activity that they did not have
experience in. This was to ensure a similar level of experience
across participants in each condition. The participants received
guidance on installing the apps, and how and when to use them
on each day of the experiment.
On each of the 5 days, when first arriving at home, the
participants completed the T1 survey (the first administration
of the ADACL measure). A prompt was sent via email to remind
the participants to do so at the time they reported to arrive home.
The participants then undertook the break activity for 10 min
before being prompted via email to complete the T2 survey,
comprising the second ADACL and the recovery experience
measures.
When all 5 days of the activity had been completed, a
semistructured interview was held over the phone or on the Web
to understand the participants’ experiences. The interviews took
approximately 10 to 15 min.
Results
Study 1: Laboratory Study
Manipulation Check
To identify whether the work task successfully created an
additional need for recovery, energetic arousal at T1 and T2
was compared. A data collection error meant that T1 data were
not available for 4 participants, so the analysis was conducted
on the remaining 41. The mean energetic arousal scores and
SDs can be found in Table 1. A paired-samples t test found no
significant differences between energetic arousal scores at the
2 time points (t40=−.037; P=.97), indicating that the work task
had not succeeded in creating an additional need for recovery.
However, examination of the scores suggests that our
participants started with lower energetic arousal than those in
previous studies (eg, Reinecke et al [19] report prework task
scores between 26.11 and 27.92) and that the T2 scores observed
were similar to those following a successful work task (Reinecke
et al [19] report post work task scores between 23.66 and 26.72).
This suggests that participants were starting this study with a
greater need for recovery than the participants in other studies
and also started the break activity with similar levels. There
were also no significant differences between the 3 conditions
at T2, meaning that participants in all conditions started the
intervention with equivalent levels of recovery (F2,42=.218;
P=.81).
Analyses
Hypothesis 1
The first hypothesis was that the use of a digital game following
a work task would be associated with greater recovery than a
mindfulness app, which, in turn, would be associated with
greater recovery than the nonactivity condition. Recovery was
measured by energetic arousal administered at T2 (after the
work task) and T3 (after the break activity) and the recovery
experience scores administered at T3. The analyses for each
dependent variable were conducted separately.
Energetic arousal increased in the digital game condition
between T2 and T3, with that of the other conditions decreasing
between these time points (Figure 1). A 3×2 mixed analysis of
variance (ANOVA) was conducted, with energetic arousal at
T2 and T3 as within-subjects factors and condition as the
between-subjects factor. There was no significant effect of
condition (F2,42=.29; P=.75; η2=.01) and no overall effect of
time (F1,42=.22; P=.64; η2=.01). However, there was a
significant interaction between time and condition (F2,42=3.76;
P=.03; η2=.15), suggesting the degree of change between T2
and T3 differed according to the condition. Follow-up post hoc
analyses on the degree of change between T2 and T3 indicate
that this significant interaction is mostly owing to the differences
between the digital game and control conditions (t28=2.72;
P=.01), and to a lesser extent, between the digital game and the
mindfulness conditions (t28=2.04; P=.05). There were no
differences between the mindfulness and control conditions (t
28=0.62; P=.54).
A 1-way ANOVA was used to investigate the differences in
recovery experience subscales (all taken at T3) and total score
across the conditions. No significant differences between the
conditions were identified (see Table 2 and Figure 2).
Hypothesis 2
The second hypothesis was that the enjoyment of the activity
would be associated with improved recovery. Although there
were no differences between the conditions in enjoyment ratings
(F2,42=1.47; P=.24), a Pearson correlation identified that
enjoyment was significantly, positively correlated with recovery
experience (r=.69; P<.001; see Figure 3), including all subscales
except mastery (see Table 3).
Table 1. Mean energetic arousal scores (and SDs) across the 2 time points.
Time 2 (after work task), mean (SD)Time 1 (before work task), mean (SD)Condition
23.40 (6.80)26.15 (8.14)Digital game
24.33 (9.15)24.31 (5.68)Mindfulness
25.40 (8.74)23.93 (6.40)Control
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Figure 1. Mean energetic arousal scores for each of the 3 conditions at Time 2 (after the work task) and Time 3 (after the break activity).
Table 2. Results of a 1-way analysis of variance comparing the 3 conditions on recovery experience subscales and total score.
P valueη 2FMeasure
.74.010.30Psychological detachment
.42.040.90Relaxation
.28.061.31Mastery
.65.020.43Control
.99.000.01Recovery experience total
However, the difference in energetic arousal between T2 and
T3 was not correlated with enjoyment (r=.241; P=.11),
indicating that although those who were more recovered rated
the activity as more enjoyable, greater enjoyment did not result
in an increase in recovery outcomes.
Study 2: In-the-Wild Study
To retain the variations between the individual days within
participants, and to examine the change over time, a model
comparison approach [42,43] was used. Linear mixed-effects
models were constructed with recovery measures (recovery
experience and energetic arousal) as the dependent variables,
condition and day as fixed effects, and participant as a random
effect.
A total of 3 models were fitted for each dependent variable
following Singer and Willett [44]. The first was an unconditional
mean model, which operated as the control model. This model
represents the null hypothesis that there is no change in the
dependent variables over time and that there is no effect of
condition. The second model was an unconditional growth
model, representing the hypothesis that there is a change in the
measure over time but that there is no effect of condition on the
measure. By comparing the proportion of reduction of error
(PRE) in this model with the PRE in model A, we can test if
the measure is changing over time in days. Finally, the third
model was a conditional growth model, representing the
hypothesis that there is a change in the measure over time, and
that there is an effect of condition on measure. Comparing this
model with model B tests if the growth of the measure is
affected by the data condition.
All models used ordinary least squares regression as this is the
most parsimonious [44]. Maximum likelihood estimation was
used because of the models having different numbers of
fixed-effect terms [44,45].
Hypothesis 1
The first hypothesis was that participants in the digital game
condition would demonstrate a significant increase in energetic
arousal after performing the activity and that this increase would
be significantly greater than that in the mindfulness app
condition.
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Figure 2. Mean scores for the recovery experience subscales across the 3 conditions.
Figure 3. Scatterplot showing the correlation between enjoyment of the activity and Recovery Experience scores.
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Table 3. Correlation coefficients between reported enjoyment and recovery experience subscales.
P valueEnjoymentMeasure
<.001.584Psychological detachment
<.001.635Relaxation
.16.215Mastery
.004.421Control
<.001.691Recovery experience total
To investigate the potential impact of the break activity on
energetic arousal, the 3 models were constructed with the change
in energetic arousal between T1 and T2 as the dependent
variable. The conditional growth model was not found to be a
significantly better fit for the data than the unconditional growth
or unconditional mean models, indicating that there was no
significant relationship between energetic arousal scores and
either condition or day of the study.
Hypothesis 2
The second hypothesis was that participants in the digital game
condition would report significantly higher daily recovery
experience scores than those in the mindfulness app condition.
The conditional growth model had a lower Akaikike Information
Criterion (AIC) than the unconditional growth model (λ2=9.2;
P=.01), which, in turn, had a lower AIC than the unconditional
mean model (λ3=21.74; P<.001), indicating that the conditional
growth model was a significantly better fit for the data.
Sequential (type 2 sum of squares) F tests were performed on
the conditional growth model, using the Satterthwaite
approximations for degrees of freedom and sigma adjusted to
provide more conservative Restricted Maximum Likelihood-like
results. The main effect of condition was not significant
(F1,18=1.93; P=.18) and the main effect of day was not
significant (F1,18=.00; P=.97). However, there was a significant
interaction between condition and day (F1,18=9.97; P=.01); the
parameter estimates indicated that recovery experience scores
increased over time in the digital game condition but decreased
over time in the mindfulness app condition.
In line with study 1 and previous literature, we also included
an analysis of the recovery experience subscales. The 3 models
were constructed for each subscale, which was compared and
then analyzed using sequential F tests, as before. The model
comparisons indicated no significant relationships for the control
or psychological detachment subscales, although the conditional
growth model was a significantly better fit than the other models
for the latter (λ2=6.10; P=.05), suggesting that the lack of
relationships with condition and day maybe because of ceiling
effects. However, the significant interaction between condition
and recovery experience was evident in the mastery (F1,18=5.99;
P=.02) and relaxation subscales (F1,35=14.32; P<.001). For the
relaxation subscale, there was also a significant main effect of
condition (F1,25=9.40; P=.01). Relaxation increased over time
for the digital game condition and decreased for the mindfulness
condition. In addition, being in the mindfulness condition
conferred a mean of 3.85 units more than being in condition 1;
those in the mindfulness condition started with higher relaxation
scores than those in the digital game condition, but their
relaxation scores dropped as that of those in the digital game
conditions increased.
Hypothesis 3
The third hypothesis was that enjoyment will be related to
recovery experience and the change in energetic arousal before
and after the activity.
The average enjoyment score (averaged across the 5 days of
the study) was positively correlated with the average recovery
experience score (r=.596; P=.01), relaxation (r=.657; P=.002),
and mastery (r=.612; P=.004) but not with psychological
detachment (r=.323; P=.16) or control (r=.278; P=.24). It was
also positively correlated with the change in energetic arousal
before and after the activity (r=.515; P=.02).
There were no significant differences between the conditions
on either a daily level or in the average enjoyment score (see
Figure 4). However, the digital game condition demonstrated
a different pattern of correlations compared with the mindfulness
condition. For instance, only in the digital game condition was
the correlation between enjoyment and recovery experience
significant (r=.738; P=.02), with no correlation in the
mindfulness condition (r=.52; P=.13). In the digital game
condition, there were also significant correlations between
average enjoyment and psychological detachment (r=.672;
P=.03) and mastery (r=.676; P=.03), whereas, in the
mindfulness condition, there was only a significant correlation
between enjoyment and the relaxation subscale (r=.799; P=.01).
Similarly, only for digital games was there a significant
association between enjoyment and the change in energetic
arousal before and after the activity (r=.46; P<.01), with no
such association in the mindfulness condition (r=.23; P=.11).
This indicates that only in the digital game condition was it
related to the degree of change in recovery as a result of taking
part in the activity.
Qualitative Analysis
The interview transcripts were analyzed using thematic analysis
[46] with a bottom-up approach. A total of 5 themes emerged,
which were organized into 3 core themes: detachment and
restoration (comprising of detachment versus interruption and
restoration and relaxation), fluctuations and differences
(comprising daily variations and personal preferences), and
routine and scheduling.
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Figure 4. Reported enjoyment across the 5 days of the study and across the 2 conditions.
Detachment and Restoration
The detachment and restoration theme relates directly to the
subjective experiences of recovery. The participants from the
2 conditions described their experiences in relation to
detachment and restoration very differently.
This core theme contains 2 subthemes, detachment versus
interruption and restoration and relaxation, combined because
of the connection between the former as an experience and the
latter as an outcome.
Detachment Versus Interruption
The 2 groups differed in the ways in which they discussed
detachment versus distraction. For those in the digital game
condition, part of the experience was a feeling of mental
disengagement from the stresses of the workday, something
that was referenced by all participants in this condition:
Even if you had a lot racing through your mind after
a busy day at work, it was a good way to actually
switch off from that, and once you'd finished the game,
you felt as if you were actually relaxed and actually
out of that work zone. [P2]
This appeared to help participants in this condition to transition
between work and home contexts:
I felt like I was restarted, you know, like a computer…
It was such a short period of time, and then I felt very
refreshed, and then I didn't think about work for the
whole evening. [P20]
Although this experience was not universal (P7 reported only
minimal distraction with the digital game), it was in contrast to
those in the mindfulness app condition. Only 1 of the
mindfulness app participants mentioned renewed focus
postactivity:
It's like okay, you've put that work behind you, but
now you can get on with what other stuff you want to
do, so it is that divide. [P3]
When detachment was mentioned by those in the mindfulness
condition, it was more in terms of physically taking time away
from other activities and not as a psychological process:
It was taking time out I suppose. I guess it's a bit like
going to have a facial or something. [P5]
Restoration and Relaxation
A related theme that emerged from the data was restoration
and relaxation, as many participants described their feelings
after the activity in terms of arousal and energy. Participants in
the digital game condition reported mixed outcomes. For
example, 1 participant described feeling more relaxed after
playing the game but also more tired (P11). A number of
participants reported that they found the game calming, even if
they did not enjoy the activity:
It was calming in a way, like I think because it's quite
a monotonous type of activity. [P9]
Conversely, other participants reported feeling more energetic
after the digital game:
When you're tired from work, it just gets you a bit
more alert. [P15]
Within the mindfulness app condition, a number of participants
described feelings of calm and relaxation but also sometimes
tiredness:
I'd say all days I was more tired. But, definitely a few
days it made me feel calmer. It was on like a scale.
[P6]
Other participants appreciated the tiredness that the mindfulness
app encouraged as it helped with sleeping or bringing down
energy levels when they were unwelcomingly high:
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Sometimes if I have like a late football match and I
get back late, sometimes I've still got the adrenaline
going all over my body before I go to bed, and it takes
a while to go to sleep. So, I think [the mindfulness
app] kind of did help as well, so that was nice. [P8]
Variations
The second core theme that emerged was related to variations;
the participants were aware that the experience of performing
both of the activities was not uniform, and the events of the day,
moods, and personal preferences could impact their outcomes.
This theme incorporates 2 subthemes: daily differences and
personal preferences.
Daily Differences
Supporting the day-level approach of the quantitative analysis,
9 participants commented on daily variations in their experience
of the activities. Several participants in both conditions
commented that they found the activity more beneficial when
they returned from a busier or more stressful day at work than
on more calm days:
It depended on the day I'd had at work…I felt on the
days that work was very busy I got a lot more out of
the game. [P2, digital game]
If [the day] was more stressed, I might have been
slightly more resistant to relax, but it definitely
helped…probably helps more on the stressful days.
[P3, mindfulness app]
However, there were exceptions with 2 participants who used
the mindfulness app. For example, P6 reported that they found
the activity more calming after a less stressful workday.
Personal Preference
There was also an appreciation that the effectiveness of the
activities was not only dependent on the daily variations but
also on differences in personal preference. Several participants
reported that they did not enjoy the game (“I'm not really a
gamey person.” [P12]), and they felt that this hindered potential
benefits. The participants in the mindfulness app did not report
a predisposition against mindfulness apps from the beginning
as, often, this was their first time in trying the activity. However,
through the study, some did learn that they did not enjoy using
mindfulness apps.
Some participants mentioned that they felt they could get similar
recovery benefits from other activities than those used in the
study, choosing ones that they enjoyed more:
If I was going to do a game…it would be more kind
of word based or something like that. [P12]
Only participants in the mindfulness app condition reported that
10 min was too long for such an activity:
I think I would have enjoyed it if it was less time…I
didn't enjoy it in the first place probably because it
was so long, or it felt long. [P6]
Scheduling and Routine
Some of the reported benefits of the activities were not so much
to do with the game or app itself but more because of having a
specific task scheduled for a particular time. For example,
although participants said that after the activity, they “felt like
doing something” (P15, digital game condition), further
questioning indicated that it was more to do with the structure
that the activity provided:
I think it was good to have a set routine when I got
home that I had to do something instead of just kind
of like sitting down and not really having a plan. It
focussed me a little bit more, to know that when I got
home, sat down, did the game, and then I moved on
with the rest of my day then. [P11]
Rather than continuing playing the digital game after the end
of the study, 1 participant (P11) instead continued the routine,
replacing the game with a walk, further emphasizing the role
played by the schedule over the activity.
Discussion
Principal Findings
Study 1: Laboratory Study
Study 1 aimed to explore whether a digital game or a
mindfulness app provided greater recovery outcomes than a
no-activity control following a recovery-inducing work task.
The digital game condition significantly improved energetic
arousal between T2 and T3, with the mindfulness app and
no-activity conditions showing a slight decrease. However,
there were no significant differences between the conditions in
the recovery experience. Enjoyment was positively correlated
with recovery experience, but it was not related to the change
in energetic arousal, suggesting that those who were more
recovered reported the activity as more enjoyable, but the level
of enjoyment itself did not impact recovery. A notable caveat
is the lack of successful manipulation of recovery. One
possibility is that this was because of the nature of the work
task; although similar arithmetic tasks have been shown to
induce work stress in previous studies [36,37], it has been argued
that fast-paced tasks are more effective at reducing energetic
arousal levels [47]. For instance, some previous work has instead
used tasks such as highlighting specific letters in texts (eg, the
study by Reinecke et al [19]). However, another explanation
for the lack of an effect is that our participants had lower
baseline energetic arousal than in previous studies, which meant
that an additional reduction in these scores was not possible.
This is supported by the discovery that the observed time 2
energetic arousal scores were comparable with those from
studies in which the work task was successful in inducing a
need for recovery, suggesting that participants were still starting
the break activity with depleted resources. These relatively low
levels of energetic arousal, coupled with the discovery that the
effect of the digital game was in the opposite direction to that
of the other conditions, indicate that the digital game may still
be restorative in a manner that the other conditions are not. The
lack of significant differences between the conditions in
energetic arousal following the work task is also reassuring, as
even with the potentially polarizing effect of the work task,
participants in all 3 conditions were beginning the break activity
with a similar overall level of energetic arousal.
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This study also found no difference between the conditions in
terms of recovery experience scores. Previous research suggests
that digital games are more effective in promoting recovery
than nonmedia or noninteractive activities and that the recovery
experience measure tends to reflect the energetic arousal scores
[14,15,19]. As the wording of the recovery experience measure
emphasizes feeling differently following the break activity
intervention, the score could have been impacted by the
unsuccessful recovery manipulation to a greater degree than the
energetic arousal measure, for which there is greater variation
and less of a focus on comparative experiences. Taking these
results with those of Study 2 which was able to avoid these
issues is therefore important in gaining a full understanding of
the impact of digital games and mindfulness apps on recovery.
Study 2: In-the-Wild Study
Study 2 aimed to explore the impact of a digital game and a
mindfulness app in a real-world context over 5 days. It was
predicted that those in the digital game condition would show
a greater increase in energetic arousal scores following the
activity compared with those in the mindfulness condition and
that those in the digital game condition would also demonstrate
higher recovery experience scores. Enjoyment was predicted
to be related to both the final recovery experience scores and
the change in energetic arousal between T1 and T2, indicating
that enjoyment underpins the relationship between activities
and recovery. Multilevel modeling identified that there were
no differences between the conditions in terms of the degree of
change in energetic or tense arousal before and after the activity.
However, there was a difference between the 2 conditions in
the pattern of recovery experience; in the mindfulness app
condition, recovery experience scores (particularly relaxation
and mastery) steadily decreased during the 5 days of the study,
whereas in the game condition, they increased. Therefore,
although there was no evidence of either activity impacting
recovery on a daily level, there appeared to be a cumulative,
positive effect of the digital game.
Follow-up interviews allowed further exploration of the
subjective experiences of the activities, with the core themes of
detachment and restoration (comprising detachment versus
interruption and restoration and relaxation), fluctuations and
differences (comprising daily variations and personal
preferences), and finally, routine and scheduling emerging from
the interview data. Differences between the conditions in
opportunities for detachment from work were particularly
relevant and shine some light on the quantitative findings
concerning the cumulative effect of digital games on recovery
experience scores.
The discovery that there was no daily effect of the activities on
recovery, particularly in relation to the change in energetic
arousal scores, runs somewhat counter to previous studies.
Laboratory studies have shown that even after short work tasks,
digital games can successfully impact energetic arousal scores
to a greater degree than nonmedia activities [15,19]. The failure
to replicate these findings may simply be because of the more
complex and less controlled environment of in-the-wild studies,
the less uniform experience of a day’s work in comparison with
a specified work task, or the differences in timings between
work and the completion of the intervention. Work stress and
subsequent recovery needs have been argued to vary from day
to day [41], making a clear-cut relationship between activities
and recovery outcomes in the absence of any other influences
unlikely. Nonwork leisure activities have been said to impact
individuals on a daily level in a manner that prevents the buildup
of work stress, which, in turn, manifests in poor health outcomes
[41]. Therefore, the discovery of a cumulative effect, but not a
daily effect, of digital games is not wholly surprising and is in
accordance with much of the more general recovery literature.
Alternatively, the cumulative effect of the digital game could
be because of the increases in gaming skills over the
experimental period; previous research has found that greater
gaming skill is positively related to the degree of mood repair
experienced after playing a digital game [48]. This would
suggest that the more our participants played the game, the more
they improved, which in turn had a larger impact on their mood.
However, it is difficult to know whether such an effect would
occur for a simple game such as Block! Hexa Puzzle.
The negative pattern of recovery in the mindfulness app
condition over the course of the study was particularly
interesting and surprising. It is possible that this pattern is simply
because of the need for recovery increasing during the working
week; however, without a control group or baseline, it is not
possible to conclude whether this decline in recovery was due
to the mindfulness app negatively impacting recovery or whether
this pattern would have occurred as a result of passing time
regardless of our intervention.
The in-the-wild interviews indicated that personal preference
may have had an impact on enjoyment, supporting previous
research that identified that different people can evaluate the
same activity as relaxing or as a chore [49] and that individual
preference could result in whether a person enjoys and
subsequently recovers from an activity [10,50]. Considering
that previous research has also highlighted the role of personal
appraisals of the activity (eg, how beneficial or worthy they are
seen to be or how much they constitute procrastination rather
than a legitimate way of spending time) in promoting recovery
[16,19,34], this might be an interesting route for future research.
Another interesting point raised was the role of the activity as
a scheduled break point and the benefits that emerged because
of this rather than the activity itself. This supports previous
assertions that implementing specific routines can be beneficial
for post work recovery [51].
Limitations
The first limitation of this study is that the nature of the study
means that participants were trusted to follow instructions and
perform the activities in the manner requested, but no checks
were made to ensure this was the case. This is a risk associated
with many in-the-wild field studies, and the only alternative
would have been to install a software to track the activities
performed on participants, which would have likely reduced
interest in participating.
The second is that participants were not able to choose their
activity and were instead pseudorandomly assigned to one of
the conditions. Although this method helps avoid the influence
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of possible person-level confounds, enjoyment and the
subjective experience of activities are known to be important
factors in recovery outcomes [33]. Consequently, it is possible
that allowing participants to choose the activity they would
enjoy the most would have increased the observed restorative
effect. However, this would have reduced confidence in our
conclusion that any differences between the conditions were in
fact because of the activity and not other related variables. The
lack of extreme scores for the enjoyment measure and the lack
of overall differences in the score between the conditions suggest
that there were no participants who reacted negatively to the
activity and that, generally, the activities were seen as equally
as enjoyable. Future work may wish to explore the effect of
personal choice of activity on recovery outcomes.
Finally, there is the possibility of a ceiling effect for
psychological detachment that prevented us from exploring the
possible impact of the activities on this measure. This was
suggested by the model analysis, which found that although
there was no significant association between the measure and
the day of the study or the condition, the conditional growth
model was a significantly better fit than the other models. Future
studies may wish to specifically target individuals with low
psychological detachment to explore how these activities impact
this measure.
General Discussion
This paper outlines 2 studies that aimed to explore whether a
digital game and a mindfulness app were able to improve post
work recovery. Study found that the digital game condition was
the only one to significantly increase energetic arousal, although
there were no differences between the conditions in terms of
recovery experience. Study 2 found that although neither
condition appeared to impact participants in terms of either
energetic arousal or recovery experience on a daily level, those
in the digital game condition demonstrated an accumulative
effect on recovery experience, with scores gradually increasing
over the 5 days.
The discovery that digital games have the potential to improve
recovery above and beyond more passive activities is supported
by previous research [14,18,19,35]. However, our support for
this is somewhat tentative owing to the lack of differences
between the conditions in terms of recovery experience in Study
1 (with the only differences being in relation to the degree of
change in energetic arousal before and after the activity) and
the lack of differences in energetic arousal in Study 2 (with
differences only occurring in terms of recovery experience over
time). Although both energetic arousal and recovery experience
scores are intended to operate as proxies for recovery, they do
so in very different ways; the energetic arousal score reflects
the affective state associated with good recovery, whereas the
recovery experience scale directly asks individuals to what
degree the activity provides the 4 different recovery experiences.
Therefore, although the strongest evidence for a positive role
of digital games in recovery would be for the effect to be evident
across both measures, it is not surprising to have different
patterns in each. This is particularly the case considering that
owing to the nature of the measures, this study focused on the
change in energetic arousal and just a one-time score for
recovery experience.
However, one clear conclusion across both studies is a lack of
effect of the mindfulness app; the mindfulness app was not able
to improve recovery outcomes in terms of energetic arousal or
recovery experience scores, in the laboratory or in-the-wild.
Previous research exploring the impacts of mindfulness practice
in promoting psychological detachment [31] is mixed, with little
other work conducted on the relationship with recovery more
generally. Although it is possible that the use of mindfulness
apps has positive outcomes in terms of well-being or positive
affect, this study suggests no benefits in relation to recovery.
There was also a clear relationship between enjoyment and
recovery. However, in Study 1, enjoyment did not correlate
with the change in energetic arousal before and after the activity,
suggesting that a more enjoyable activity did not result in greater
increases in recovery. However, in Study 2, the average
enjoyment rating correlated with both the average recovery
experience score and the degree of change in energetic arousal
before and after the activity, in line with previous research
[19,32,52]. The lack of a successful manipulation of energetic
arousal in Study 1 could be responsible for this discrepancy;
without enough variance between pre- and postenergetic arousal
scores, it is unlikely that enjoyment could improve energetic
arousal to a great enough degree to result in significant
correlation.
General Limitations
In addition to the limitations discussed in the 2 individual
studies, there were other overarching limitations that need to
be acknowledged. The first was the reliance on self-report
measures as proxies for recovery. Although such measures have
been used successfully in previous studies exploring the effect
of digital games [15,19], future work may wish to supplement
these measures with cognitive tests that are able to identify
whether participants also demonstrate evidence of being
cognitively recovered through calculating error rates. This study
has also highlighted other interesting avenues of investigation
for future research. For example, Study 2 was not able to explore
any differences in the effects of the activities depending on the
nature of the participants’ work or the specific demands of their
roles. Similarly, collecting baseline data would strengthen the
conclusion that changes in recovery outcomes are attributable
to the activities undertaken and not the progression of the week.
Finally, measuring personal appraisals of digital game use and
their perception as procrastination or a pastime would be a
welcome addition to future work, considering the existing
literature on how negative perceptions of media use hinder their
effect on recovery [34,35].
Conclusions
Together, these 2 studies suggest that digital games may be
effective in promoting post work recovery in laboratory contexts,
even without the depleting effect of a work task (Study 1) and
in the real world, although the effect in this case may be
cumulative rather than instant (Study 2). Our qualitative findings
further highlight the roles of enjoyment and personal preference
(suggesting that those who enjoy digital games may benefit the
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most), the daily changes in recovery needs (indicating that
activities may impact differently depending on the demands of
the day), and the scheduled nature of the activity (suggesting
that having a specific time for playing digital games could be
especially effective).
Acknowledgments
This research was supported by a grant awarded to AC from the Engineering and Physical Sciences Research Council (EPSRC),
reference EP/N027299/1. GS-J was funded by the EPSRC EP/L504889/1.
Conflicts of Interest
None declared.
References
1. Zijlstra FR, Sonnentag S. After work is done: psychological perspectives on recovery from work. Eur J Work Organ Psychol
2006 Jun;15(2):129-138. [doi: 10.1080/13594320500513855]
2. Meijman TF, Mulder G. Psychological aspects of workload. In: de Wolff C, Drenth PJ, Thierry H, editors. A Handbook
of Work and Organizational Psychology Volume 2: Work Psychology. London,UK: Psychology Press; 1998:5-33.
3. Sonnentag S, Zijlstra FR. Job characteristics and off-job activities as predictors of need for recovery, well-being, and fatigue.
J Appl Psychol 2006;91(2):330-350. [doi: 10.1037/0021-9010.91.2.330] [Medline: 16551187]
4. Sonnentag S, Fritz C. The Recovery Experience Questionnaire: development and validation of a measure for assessing
recuperation and unwinding from work. J Occup Health Psychol 2007 Jul;12(3):204-221. [doi: 10.1037/1076-8998.12.3.204]
[Medline: 17638488]
5. Jansen NW, Kant I, van den Brandt PA. Need for recovery in the working population: description and associations with
fatigue and psychological distress. Int J Behav Med 2002;9(4):322-340. [doi: 10.1207/S15327558IJBM0904_03] [Medline:
12512472]
6. Sonnentag S, Binnewies C, Mojza EJ. "Did you have a nice evening?" A day-level study on recovery experiences, sleep,
and affect. J Appl Psychol 2008 May;93(3):674-684. [doi: 10.1037/0021-9010.93.3.674] [Medline: 18457495]
7. Sonnentag S, Mojza EJ, Binnewies C, Scholl A. Being engaged at work and detached at home: a week-level study on work
engagement, psychological detachment, and affect. Work Stress 2008;22(3):257-276. [doi: 10.1080/02678370802379440]
8. Sonnentag S. Recovery, work engagement, and proactive behavior: a new look at the interface between nonwork and work.
J Appl Psychol 2003;88(3):518-528. [doi: 10.1037/0021-9010.88.3.518]
9. Demerouti E, Bakker AB, Geurts SA, Taris TW. Daily recovery from work-related effort during non-work time. In:
Sonnentag S, Perrewé PL, Ganster DC, editors. Current Perspectives on Job-Stress Recovery (Research in Occupational
Stress and Well-being, Volume 7). Bingley, UK: Emerald Group Publishing Limited; 2009:85-123.
10. Kim S, Park YA, Niu Q. Micro-break activities at work to recover from daily work demands. J Organ Behav 2016 May
2;38(1):28-44. [doi: 10.1002/job.2109]
11. Sonnentag S. Work, recovery activities, and individual well-being: a diary study. J Occup Health Psychol 2001;6(3):196-210.
[doi: 10.1037/1076-8998.6.3.196]
12. Burke RJ, Cooper CL. The Long Work Hours Culture: Causes, Consequences and Choices. Bingley, United Kingdom:
Emerald Group Publishing Limited; 2008.
13. Lyons G, Chatterjee K. A human perspective on the daily commute: costs, benefits and trade-offs. Transport Rev
2008;28(2):181-198 [FREE Full text] [doi: 10.1080/01441640701559484]
14. Rieger D, Reinecke L, Frischlich L, Bente G. Media entertainment and well-being: linking hedonic and eudaimonic
entertainment experience to media-induced recovery and vitality. J Commun 2014;64(3):456-478. [doi: 10.1111/jcom.12097]
15. Rieger D, Reinecke L, Bente G. Media-induced recovery: the effects of positive versus negative media stimuli on recovery
experience, cognitive performance, and energetic arousal. Psychol Pop Media Cult 2017;6(2):174-191. [doi:
10.1037/ppm0000075]
16. Reinecke L. Games and recovery: the use of video and computer games to recuperate from stress and strain. J Media Psychol
2009 Jan;21(3):126-142. [doi: 10.1027/1864-1105.21.3.126]
17. Reinecke L. Games at work: the recreational use of computer games during working hours. Cyberpsychol Behav 2009
Aug;12(4):461-465. [doi: 10.1089/cpb.2009.0010] [Medline: 19619038]
18. Collins EI, Cox AL. Switch on to games: can digital games aid post-work recovery? Int J Hum Comput Stud 2014
Aug;72(8-9):654-662 [FREE Full text] [doi: 10.1016/j.ijhcs.2013.12.006]
19. Reinecke L, Klatt J, Krämer N. Entertaining media use and the satisfaction of recovery needs: recovery outcomes associated
with the use of interactive and noninteractive entertaining media. Media Psychol 2011;14(2):192-215. [doi:
10.1080/15213269.2011.573466]
20. Kachan D, Olano H, Tannenbaum SL, Annane DW, Mehta A, Arheart KL, et al. Prevalence of mindfulness practices in
the US workforce: National Health Interview Survey. Prev Chronic Dis 2017 Dec 5;14:E01 [FREE Full text] [doi:
10.5888/pcd14.160034] [Medline: 28055821]
JMIR Ment Health 2019 | vol. 6 | iss. 7 | e12853 | p. 13http://mental.jmir.org/2019/7/e12853/
(page number not for citation purposes)
Collins et alJMIR MENTAL HEALTH
XSL•FO
RenderX
21. Mani M, Kavanagh DJ, Hides L, Stoyanov SR. Review and evaluation of mindfulness-based iPhone apps. JMIR Mhealth
Uhealth 2015 Aug 19;3(3):e82 [FREE Full text] [doi: 10.2196/mhealth.4328] [Medline: 26290327]
22. Plaza I, Demarzo MM, Herrera-Mercadal P, García-Campayo J. Mindfulness-based mobile applications: literature review
and analysis of current features. JMIR Mhealth and Uhealth 2013 Nov 1;1(2):e24. [doi: 10.2196/mhealth.2733] [Medline:
25099314]
23. Brown KW, Ryan RM. The benefits of being present: mindfulness and its role in psychological well-being. J Pers Soc
Psychol 2003;84(4):822-848 [FREE Full text] [doi: 10.1037/0022-3514.84.4.822] [Medline: 12703651]
24. Keng SL, Smoski MJ, Robins CJ. Effects of mindfulness on psychological health: a review of empirical studies. Clin
Psychol Rev 2011;31(6):1041-1056. [doi: 10.1016/j.cpr.2011.04.006] [Medline: 21802619]
25. Shonin E, Van Gordon W, Griffiths MD. Does mindfulness work? Br Med J 2015 Dec 29;351:h6919. [doi:
10.1136/bmj.h6919] [Medline: 26715055]
26. Leroy H, Anseel F, Dimitrova NG, Sels L. Mindfulness, authentic functioning, and work engagement: a growth modeling
approach. J Vocat Behav 2013;82(3):238-247. [doi: 10.1016/j.jvb.2013.01.012]
27. Hülsheger UR, Feinholdt A, Nübold A. A low-dose mindfulness intervention and recovery from work: effects on
psychological detachment, sleep quality, and sleep duration. J Occup Organ Psychol 2015 Mar 22;88(3):464-489 [FREE
Full text] [doi: 10.1111/joop.12115]
28. Querstret D, Cropley M. Exploring the relationship between work-related rumination, sleep quality, and work-related
fatigue. J Occup Health Psychol 2012 Jul;17(3):341-353. [doi: 10.1037/a0028552] [Medline: 22746369]
29. Wolever RQ, Bobinet KJ, McCabe K, Mackenzie ER, Fekete E, Kusnick CA, et al. Effective and viable mind-body stress
reduction in the workplace: a randomized controlled trial. J Occup Health Psychol 2012 Apr;17(2):246-258. [doi:
10.1037/a0027278] [Medline: 22352291]
30. Hülsheger UR, Alberts HJ, Feinholdt A, Lang JW. Benefits of mindfulness at work: the role of mindfulness in emotion
regulation, emotional exhaustion, and job satisfaction. J Appl Psychol 2013;98(2):310-325 [FREE Full text] [doi:
10.1037/a0031313] [Medline: 23276118]
31. Michel A, Bosch C, Rexroth M. Mindfulness as a cognitive emotional segmentation strategy: an intervention promoting
work life balance. J Occup Organ Psychol 2014;87(4):733-754. [doi: 10.1111/joop.12072]
32. Howells A, Ivtzan I, Eiroa-Orosa FJ. Putting the 'app'in happiness: a randomised controlled trial of a smartphone-based
mindfulness intervention to enhance wellbeing. J Happiness Stud 2014;17(1):163-185 [FREE Full text] [doi:
10.1007/s10902-014-9589-1]
33. Trougakos JP, Hideg I. Momentary work recovery: the role of within-day work breaks. In: Sonnetag S, Ganster D, Perrewe
P, editors. Recovery From Job Stress (Research In Occupational Stress And Well Being). Bingley, UK: Emerald Group
Publishing Limited; 2009:37-84.
34. Reinecke L, Hartmann T, Eden A. The guilty couch potato: the role of ego depletion in reducing recovery through media
use. J Commun 2014;64(4):569-589. [doi: 10.1111/jcom.12107]
35. Reinecke L, Hofmann W. Slacking off or winding down? An experience sampling study on the drivers and consequences
of media use for recovery versus procrastination. Hum Commun Res 2016;42(3):441-461. [doi: 10.1111/hcre.12082]
36. Newbold JW, Luton J, Cox AL, Gould SJJ. Using Nature-based Soundscapes to Support Task Performance and Mood.
New York, NY, USA: ACM; 2017 Presented at: 2017 CHI Conference Extended Abstracts on Human Factors in Computing
Systems; May 6-11 2017; Denver, Colorado, USA p. 2802-2809. [doi: 10.1145/3027063.3053214]
37. Perham N, Hodgetts H, Banbury S. Mental arithmetic and non-speech office noise: an exploration of interference-by-content.
Noise Health 2013;15(62):73-78. [doi: 10.4103/1463-1741.107160] [Medline: 23412582]
38. Thayer RE. The Biopsychology of Mood Arousal. New York, NY: Oxford University Press; 1989.
39. Rieger D, Hefner D, Vorderer P. Mobile recovery? The impact of smartphone use on recovery experiences in waiting
situations. Mob Media Commun 2017;5(2):161-177. [doi: 10.1177/2050157917691556]
40. Thayer RE. Activation-deactivation adjective check list: current overview and structural analysis. Psychol Report
2016;58(2):607-614. [doi: 10.2466/pr0.1986.58.2.607]
41. van Hooff ML, Geurts SA, Beckers DG, Kompier MA. Daily recovery from work: the role of activities, effort and pleasure.
Work Stress 2011 Jan;25(1):55-74 [FREE Full text] [doi: 10.1080/02678373.2011.570941]
42. Judd CM, McClelland GH, Ryan CS. Data Analysis: A Model Comparison Approach (Second Edition). New York, USA:
Routledge; 2009.
43. Maxwell SE, Delaney HD, Kelley K. Designing Experiments And Analyzing Data: A Model Comparison Perspective,
Third Edition. New York, USA: Routledge; 2019.
44. Singer JD, Willett JB. Applied Longitudinal Data Analysis: Modeling Change and Event Occurrence. New York, USA:
Oxford University Press; 2009.
45. Pinheiro JC, Bates DJ, DebRoy SD, Sakar D, R Core Team. CRAN. 2019. The Nlme: Linear and Nonlinear Mixed Effects
Models (R package version 3.1) URL:https://cran.r-project.org/web/packages/nlme/nlme.pdf [accessed 2019-06-04]
[WebCite Cache ID 78sgB7dYK]
46. Braun V, Clarke V. Using thematic analysis in psychology. Qual Res Psychol 2006 Jan;3(2):77-101 [FREE Full text] [doi:
10.1191/1478088706qp063oa]
JMIR Ment Health 2019 | vol. 6 | iss. 7 | e12853 | p. 14http://mental.jmir.org/2019/7/e12853/
(page number not for citation purposes)
Collins et alJMIR MENTAL HEALTH
XSL•FO
RenderX
47. Steinborn MB, Huestegge L. A walk down the lane gives wings to your brain: restorative benefits of rest breaks on cognition
and self-control. Appl Cogn Psychol 2016 Jul 25;30(5):795-805. [doi: 10.1002/acp.3255]
48. Bowman D, Tamborini R. Task demand and mood repair: the intervention potential of computer games. New Media Soc
2012 Jul 6;14(8):1339-1357 [FREE Full text] [doi: 10.1177/1461444812450426]
49. Trougakos JP, Beal DJ, Green SG, Weiss HM. Making the break count: an episodic examination of recovery activities,
emotional experiences, and positive affective displays. Acad Manage J 2008 Feb;51(1):131-146 [FREE Full text] [doi:
10.5465/AMJ.2008.30764063]
50. Scholz A, Ghadiri A, Singh U, Wendsche J, Peters T, Schneider S. Functional work breaks in a high-demanding work
environment: an experimental field study. Ergonomics 2018;61(2):255-264. [doi: 10.1080/00140139.2017.1349938]
[Medline: 28679350]
51. Sonnentag S, Fritz C. Recovery from job stress: the stressor-detachment model as an integrative framework. J Organ Behav
2014;36(S1):S72-103. [doi: 10.1002/job.1924]
52. van Hooff ML, Baas M. Recovering by means of meditation: the role of recovery experiences and intrinsic motivation.
Appl Psychol 2012 Jan 20;62(2):185-210 [FREE Full text] [doi: 10.1111/j.1464-0597.2011.00481.x]
Abbreviations
ADACL:  activation-deactivation adjective checklist
AIC: Akaikike Information Criterion
ANOVA:  analysis of variance
EPSRC:  Engineering and Physical Sciences Research Council
PRE:  proportion of reduction of error
Edited by J Torous; submitted 18.11.18; peer-reviewed by L Reinecke, M Rashid; comments to author 04.01.19; revised version
received 05.02.19; accepted 14.02.19; published 18.07.19
Please cite as:
Collins E, Cox A, Wilcock C, Sethu-Jones G
Digital Games and Mindfulness Apps: Comparison of Effects on Post Work Recovery
JMIR Ment Health 2019;6(7):e12853
URL: http://mental.jmir.org/2019/7/e12853/
doi: 10.2196/12853
PMID: 31322125
©Emily Collins, Anna Cox, Caroline Wilcock, Geraint Sethu-Jones. Originally published in JMIR Mental Health
(http://mental.jmir.org), 18.07.2019. This is an open-access article distributed under the terms of the Creative Commons Attribution
License (https://creativecommons.org/licenses/by/4.0/), which permits unrestricted use, distribution, and reproduction in any
medium, provided the original work, first published in JMIR Mental Health, is properly cited. The complete bibliographic
information, a link to the original publication on http://mental.jmir.org/, as well as this copyright and license information must
be included.
JMIR Ment Health 2019 | vol. 6 | iss. 7 | e12853 | p. 15http://mental.jmir.org/2019/7/e12853/
(page number not for citation purposes)
Collins et alJMIR MENTAL HEALTH
XSL•FO
RenderX
